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Welcome to the Rave 


It’s always a great feeling to be part of something special, and right now I’m 
on top of the world. To watch people I’m friends with have their dreams happen is 
truly a sight to behold. Anime Central has been in the works for over two years now, 
and after all the work, all the stress, all the running around, it’s finally here. It took a 
lot of effort to get this con up and running, and I hope everyone enjoys themselves and 
has a great time. 

You’re probably reading this while waiting for the dealer’s room to open, or 
while in line for the next Anime premiere. Since we have this time together, I’ Il let you 
in on another side of TV entertainment: video games. 

Video games and anime have been linked to each other from the early days. 
From the PC-Engine (Japanese Turbo Grafx 16) versions of Macross 2036 and 
Bubble Gum Crisis, to the 16 Bit Super Famicon (SNES) and Mega Drive (Genesis) 
Dragon Ball Z, Gundam, Yu Yu Hakusho, Macross, and Area 88, to today’s 
Playstation and Saturn releases like Macross Digital Mission VFX, Ghost in the Shell, 
Evangelion, Slayers, and more, anime have always proven to be a rich source for 
games. 

The same is true in reverse, with many games becoming animated movies 
and television series. Street Fighter, Virtua Fighter, Final Fantasy, Ys, Panzeer 
Dragoon, and Fatal Fury have all made the leap from sprites to cels, with many more 
to follow. 

In all this time, only a handful of these anime-based games have made it to 
Western shores intact - namely, Ranma 1/2 on Super Nintendo and Dragon Ball GT 
and Ghost in the Shell on Playstation. Will others make the voyage over? Or will 
they be forever left in the land of the rising sun? That depends mostly on the con- 
sumer. 

However, there are more than anime based games to play. Video games have 
become one of the fastest-growing hobbies in the United States, a claim supported by 
the record breaking sales of the Playstation console and its games. Even the Nintendo 
64, despite its lack of quality sofware, continues to do well, mainly because of its 
association with past hits. In the months to come, we’ll see the arrival of future award 
winners like Tekken 3, Metal Gear Solid, Mario 2, Zelda 64, Tenchu, and Parasite 
Eve. Games like these will further build the foundation for the next wave of video 
games, with the Sega Katana and Playstation 2 leading the way. You can be sure that 
we'll be there to give you the all the details. | 

Game Rave is a video game fanzine on the rise. We offer only our honest 
opinons on games, the truth that game players deserve. We’ re growing every day, and 
with three game companies already sending us review copies, Game Rave reviews 
appearing on one web site, and our own site in the works, we don’t plan on stopping 
anytime soon. ' 

This free sample issue is just a smidgen of what we really are. If you like 
what you see, fill out a subscription form and read us every month. If you’re still 
unsure, fill out the “One More Time” card, and we’ll send you a complimentary copy 
of our regular publication FREE. Either way, you win. Which is exactly how we want 
it. 

So enjoy the issue, take in the con, and have a grand ol’ time. This is just the 
beginning of something greater. 

Welcome to the Rave. 

Buster Machine #4, 


A 
ace ee Dvorak 
Editor In Chief 


Contact the RAVE: 
By Snail Mail: 
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VING 


FINAL FANTASY VII 


The Fall of the American RPG 


Let me preface this by saying, While the majority of my 
fellow staff members worship capcom as the one and only gaming 
source, I tend to move more towards a system of ““RPG Karma.” 
This system is rather simple. A challenging, involving, and fun 
RPG gives off an amount of good karma, while an RPG with no 
plot, no depth, and not much fun, gives off bad karma. The last rpg 
that I played that gave off good karma, was Vandal Hearts. Wow, 1 
can see all of the eyes reading this article go bright red after that 
last statement. Well, tough. This is my rant so live with it. You 
might just see things a little differently at the end. Let’s take a look 
at the “best’”’ Role Playing Games of the past year. First up, Wild 
Arms. My one word to describe this game: Lufia. The combat 
system was extremely well put together (very similarly to Lufia) Yet 
the difficultlty is extremely lacking. I don’t understand why 
companies seem to think that a game has to be dumbed down for 
the american audience. Granted, there are some younger Rpg 
players out there, but the older crowd can’t seem to get any 
enjoyment out of the toned down games. The best example of this, 
is everyone’s favorite rpg, Final Fantasy VI. 


Yes, I do need this second paragraph to describe this game... 


First of all, what’s with this game? Where are the 
lovable characters from FF VI? Where are the memorable themes 
that all Final Fantasy games are known for? Where is the 
storyline that has the pace of a good book, always not enough to 
give away the end, but enough to make you turn page after page 
till you hit the back cover? Where is the challenge? The bosses in 
this game were too easy to defeat. The only bosses worthy of being 
Final Fantasy bosses were the two Weapons, and the Doom Gate. 
The only characters that have any kind of storyline to them were 
Cloud and Sephiroth. Cloud’s struggle with his past, and 
Sephiroth’s struggle with his heritage, and eventual downfall, were 
priceless. On a positive note, even though his mobility was limited, 
Sephiroth was definately one of my favorite Final Fantasy Antago- 
nists (Right up there with Kefka!). Like all things, the game was not 
all fault. The CG scenes were absolutely beautiful. The story of 
Cloud’s mission to Nibelhelm with Sephiroth was absolutely 
priceless. I reccomend that you save the game at the beginning and 
middle of that story, and NEVER delete it from your memory card. 


What does that leave for future American RPG’s? Well, 
there is the amazingly good Final Fantasy Tactics, Which in my 
opinion, is twice as good as Final Fantasy VI. Vve heard some 
good things about Alundra, Ill make sure to review it for all of my 
loyal Dragoons out there who know that their leader’s words are 
harsh but fair. To all the FF VII lovers out there, I know you’ll 
probably be a little upset at how I berated the game, but it 
deserved it. If you still think I’m wrong, and you want me to 
know, write me at the magazine, and put Dark Dragoon as the c/o 
and mail your mind to me. I’ll make sure to read all of your 
comments and consider them. As long as you write, Ill read. 


Dark Dragoon 


7 is keeping with History, Tradition 


With the birth of a new system, comes the difficulty re- 
adjusting to new sets of rules when one has become accustomed to the 
previous ones. With most companies, this usually requires a few games 
and much time to get it right. Square got it right on the first try, with more 
then just their Rpg series. But let me stick to the subject. 

Is Final Fantasy 7 too easy? Yes and no. To the experienced 
and avid role playing freak, yes. The materia system still had some loop 
holes, and many of the bosses were easy, but overall, it was definitely not 
a cake walk. To the average game player, the sheer mass of the game 
(learning the materia, adjusting to switching between players and menus, 
etc.). Square had a whole new audience open up before them with the 
Playstation, and they wanted to appeal to a broader crowd. Rather then 
make two separate entities (Final Fantasy 3 and FF Mystic Quest), they 
instead went with the combined difficulty, and came out quite nice in the 
end. Ask yourself this; What is more important, the difficulty of the game, 
or the actual act of going through it? I can whip Ninja Spirits and X-Men 
Vs Street Fighter in nothing flat, but still highly enjoy them because I care 
more for the play , not the finish line. 

Second, FF 7 is sticking to it’s own tried and true tradition of 
being the ‘test game’. Remember FF /? Yes, the graphics were basic, and 
the quest had some real difficulties, but it still held it’s own. 2 and 3 (not 
released here) fixed the problems of it’s predecessor, and kept Famicon 
(Japanese NES) players happy. When FF 4(US 2) was introduced for the 
first time on the SNES, it too suffered, in basic graphics and some so-so 
music. But then FF 5 and FF 6 (US FF 3) silenced the masses, as 5 
provided the excellent job system, and 6 had everything but the Espers 
right, period. 

FF 7 is that first game, that one that will pave the way for 
Final Fantasy 8, which will be the king of all 32 Bit RPG games at it’s 
release. Look at Tobal 1, then Tobal 2. Look at Bushido Blade, and soon 
Bushido Blade 2. Both games crucify their respective first ones, in both 
graphics, sound, and overall performance. 7 is the messenger for 8. Am I 
the only one that sees what Square is trying to do? They are setting up for 
the culmination of every great aspect any FF game has had. Materia is the 
graduated version of the espers and job system combined, the Limit 
Breaks are the new secondary attack system, and so forth. This is only 
the beginning, believe me. 

Next, there is nothing wrong with the storyline. There are only 
two story points to this game. Cloud and Sephiroth. The rest of the cast 
are supporting players, just like they should be. Each player served their 
purpose; Tifa was the supportive one, Aerith the sacrificial lamb, Barret 
the warrior stuck between saving his world and protecting his daughter. 
The ending itself was left semi open, which dismayed many players. 
Why? Cloud came through with his quest and got the girl, the world was 
saved, and we discovered the reason for the matreia and ‘earth life force’. 
The supportive players went their own way. Do we really need to know 
what happened? I prefer to let my own ending be written. That way there 
is no disappointment when I don’t get the ending ‘I wanted’. 

Overall, I want it known that Final Fantasy 7 is still one of the 
greatest games of my time. I spent 180 hours on it, going through it three 
times. Does it have flaws? Yes. What game doesn’t? But FF’s minor 
flaws can’t knock it from it’s pedestal, which many people seem to be 
trying to do. 

Lastly, it’s not fair for people to judge Tactics to FF 7. They 
are two completely different genres, linked only by name and two 
characters. One is an adventure, one is strategic warfare. Both games are 
kings in their respective categories. Flaws or no flaws. 

For me, that’s ‘final.’ 


DangerBoy 


Looking for Games in all the Right Places... 


Are you a gamer? Do you have 
money? If so sit back and read on to prepare 
your future trips and expenditures. If not, 
who the heck do you think you are?! Get 
outta here you nerd! ... Ow .. ok ok I’m sorry 
just please read (now put that Power Glove 
away, please, I'll be nice) 

As you should know, there are 
many places near you that serve to your 
interest in games, mainly Arcades and 
Stores. So which are the ones that deserve 
your time? 


Oh and since this is limited on space, 
directions are vague. In the future I'll have 
phone #’s, addresses, and other necessary 
information. 

Without further ado: 


Best Buy (Store) 

(various locations such as Crestwood [cicero and 
College] ,Orland Park [159th and 94th avenue)]) 
This as well as all other chain retail stores are 
average for gaming needs, it all depends upon 
supply and what happens to be selling. 
Sometimes you can find great games at cheap 
prices or maybe a book or two, but otherwise 
nothing noteworthy. 


Funco Land (Store) 


(Crestwood [Cicero and College],Matteson [Near only probable to carry anything new 


Pulaski and Lincoln Hwy.]) 

These places are OK if you’re looking for an old 
game. But supply is highly random and rarely 
seems to have what you really want. Getting new 
games from here isn’t genreally recommended 
for it’s tendency to price items higher, but that’s 
really not the purpose of the store. 


Babbages/ Electronics Boutique (Mall Stores) 
(Chicago Ridge Mall and Woodfield Mall) 
Yes these are rival stores but are quite 


comparable to each other. They have an excellent 


supply of gaming books and magazines and are 
faithful with release dates and supply. They also 
usually have a nice supply of old games that are 
severly marked down, though mostly for the PC. 
Only real problems with these places is their 
unconsious price gouging. 


Microplay (Store) 

(Oak Lawn,95th and Ridgeland) 

A nice store that has a bit of everything, in both 
new and used games. Also rents games with 
good specials, including import rentals. Monthly 
sales on the used games. They do carry import 
games, mainly fighting, driving, and some action. 
Selection is wide, even carrying some Neo Geo 
cartridge games and Turbo Grafx goods. Also 
carries a small selection of game related 
merchandise, like figures and posters. System 
repairs available. One of the few places you can 
actually try a game before you buy it. 


Sinbad’s Castle (Arcade) 

( about 90th and Harlem Ave) 

More of a pool hall, but has a surprisingly nice 
array of current games. Only arcade on South 
Side known to have Vampire Savior. Unfortu- 
nately, machines are set at a costly $.50 per 
play, even continues. Also, only known gaming 
place in existence to have ash trays built right 
into the cabinets. Not worth a trip but would do 
in a pinch. Uses coin money instead of tokens. 


Hollywood Park (Arcade) 

(Crestwood [Cicero and College]) 

Arcade of large size but has many problems. 
Also is an entertainment center, so children are 
a constant obstacle and annoyance. Rarely 
picks up anything new that is released in 
arcades. Even more rarely fixes the machines 
that the children destroy from constant use and 
abuse. Most games are dated and were not 
really that good of games in their prime. It’s 
saving grace is the fact that all winter, all their 
machines are only $.25 a piece, even the driving 
games that normally cost 4 times as much. Not 
a place for a challenge if you are better than 
average. 


Oddysey Fun World (Arcade) 

(191st and Oak Park ave.) 

Very large area, and also comparable to 
Hollywood with the entertainment perspective 
but keeps 

the gamers and non-gamers better seperated. 
Also carries many rarely seen machines, such 
as the only known existing Ga/axian 3 machine 
($2 a play but highly recommened on it’s own, 
practically worth the trip). Moneymaking games 
are well maintained, but other games are left to 
rot to unimaginable proportions, to the point 
where the monitors go fuzzy and lose color. Is 
very current with Namco releases, otherwise 


(P.S.: once there, have a neat image, they 

are very adverse to non-conforming attire and 
appearance. | was asked 3 times to turn my hat 
from backward to forward.) 


Fryar Tuck’s (Arcade) 

(159th street, near Indiana past River Oak Mall) 
Has a nice rate of 5 tokens for a dollar. Also has 
seats for many machines. Low-lit, small, cozy 
place, and never seems to get extrememly 
cramped. Good place for competition in fighting 
games. First arcade known to carry Street 
Fighter III. Upon last check, only arcade known 
to still carry King of Fighters 1996. Not very 
good at carrying the latest games, but still has 
more than a few games worth playing. 


PGN (Arcade) 

(95th and Roberts Road) 

Airy, pavilion-like area for arcade machines. 
Has a few rarely seen games and a good pinball 
wall, and also likes to have a few Raiden games 
as well as other shooters of the like. Average 
with maintainence, price, and new game 
acquisitions, but like most arcades in this area 
caters to Midway’s “best”. 


Haunted Trails (Arcade) 

(79th and Harlem) Like Hollywood and 
Oddysey, an area teeming with too many youth. 
Has a nickel arcade section and all machines 
run on coin money as opposed to tokens. Not 
very current with new games but machines 
tend to perform better than other arcades. May 
find a good challenge if you visit here at the 
right time. 


UIC arcade 

(UIC college) 

Has a very varied supply of games, such as 
Namco remix machines, an original Asteroids 
machine, and a Super GT unit. Also has a nice 
wall of Sega pinball machines, and is used as a 
testing ground for upcoming pinball games 
(such as Viper Night Driving). Very heavily 
populated area and usually has expert players 
on the popular machines. Maintainence is a 
problem to the point where people practically 
have to drag the attendants out of the ground 
and make them fix the machines. 

Also, here the machines have the highest 
tendency to devour credits.Caveat gamer. 


Time-Out (Aracde) 

(North Pier Mall, downtown) 

Sprawled out arcade that practically consumes 
half of the floor it’s located on. Has many 
machines, unfortunately they tend to be more of 
the same games they have as opposed to 
carrying all unique units. Also a testing ground 
due to heavy 

population, thus one of the arcades to first have 
such popular games like Killer Instinct and 
Street Fighter Alpha (remember, kids, popular/ 


__ profitable is not necessarily synonymous with 


“good”). Also a place that has good players, and 
also one of the only known arcades to have 
Virtual Fighter 3. 


Super Just Games (Arcade) 

(Northbrook. 1294 to Lake-Cook road east, 
south on Waukegan Ave) 

$2 cover charge to enter. All machines run on 
nickels, so the most you'll pay for a normal (non 
driving) game is $.20. Many games cost around 
5 to 10 cents per play. Gamers and non-gamers 
are kept in seperate halves of the location. Is an 
official Capcom arcade, so has the cutting edge 
in Capcom’s new releases, such as SF3 2nd Im- 
pact, Marvel VS Capcom, and Rival Justice 
Leagues : United by Fate. Also carries a high 
quantity of Capcom games that would be other- 
wise impossible to find, such as Pocket Fighter, 
Rockman the Power Battle, and many Dungeons 
and Dragons games. Has an entire wall of ma- 
chines on free play. New machines are impecca- 
bly well maintained , while other machines are 
not as certain to work 100%. In my opinion, this 
is Avalon, but to others it’s still a highly recom- 
mended trip. 

(P.S. if you call for directions, talk to the 
manager. The lady ended up sending us to 
Wisconsin before she let us talk to him...) 


TheFonz 


REVIEWS 


X-Men: COTA in so many 
words, SUCKS big time. 
It should be called Water 
Wars because it moves so 

| Slow! It’s like they are 

' fighting underwater. One 
must assume Sheng Long 
taught the computer 
because they know every 
move you’re gonna do 
and about 365+ counter 
combos to whack you 
with. Very few frames of 
animation and a few other 
short comings make this 
title an excellent coaster. 
I’d rather read the comic. 


Why on God’s green earth 
did Capcom put their name 
on this monstrosity? The 
intro alone is reason 
enough to burn your 
Playstation. It looks like 
horribly edited video. The 
characters in the selection 
screen have at max five 
frames of animation and 
while playing, have even 
less! All this waiting for 
this “thing” and it turns 
out to be one of THE most 
‘craptacular’ games on the 
market. The game is 
about as fun as a fork in 
the eye! Acclaim, it’s 
called a ‘good game.’ Look 
into it. 


This is ....pathetic. I’m 
sorry, I can’t adequately 
describe how I truly feel 

“| about this “game” without 
having a parental advisory 
slapped on the cover of 
this magazine.Horrific 
slowdown, 16-bit grade 
animation, (although the 
fighters look great 
standing still) so-so music 
& s/fx, and A.I. that would 
make Gouki proud. The 
X-MEN:COTA one plus is that there’s a 


Acclaim / Probe joypad response tester ‘just 
like in the arcades’ X-men. 


1-2 Players =. | They pushed it back, 
Fighting again and again..too bad 


Available Now they didn’t push this 
illegitimate child of Street 


Fighter off a cliff. 


It’s tail time.This is a real fun 
game. From the bright 
cartoon colors to the running 
commentary by our little 
gecko, this game is just plain 
fun. My only complaint with 
Gex is one I tend to have with 
most of the games in this 
category and that is the 
camera angles. For the most 
part the camera goes right 
where it should and really 
adds to the whole cartoon 
feel, but there are plenty of 
times when you are behind a 
bush or in a corner and the 
camera just sits there looking 
at nothing. Very cool, lots of 
creative sound, and enough 
hidden items make this a 
great fun time for everyone. 


~~] Gex: ETG is one of the 
coolest games this year. 
Moving to 3D was well 
done, Crystal Dynamics is 


"| to be commended for | 
keeping Gex true to his 


roots with the tail lashing 
and wise cracking from the 
original. The humor is all 
there, and the challenge is 
dead on. Gorgeous graphics 
abound (that fire!) and 
swinging music to boot. 
Gex: Enter The Gecko The biggest gripe is the 

, : lack of more check points 
Crystal Dynamics/Midway in the levels, but I can live 
| Player with that. EG is the only 


Adventure game I know of with in- 


; game Memory Card 
Available Now management! A definite 


winner, way to go CD! 


Awesome baby yeah! 
This game is super- 
duper if you like 

| playing good games 
you will love this. 
Its like playing pure 
delight in a bowl of 
mmm mmm good! 
this game definitely 
gets a two snaps 
with a twist. If you 
thought Mario was 
good then you’ ll 
think Gex is 


geegereat! 


I was hoping for something a 
little more, something like 
Wheel of Fortune, but it just 
isn’t here. As far as the game 
play goes, it’s very much like 
the TV show and the 
questions are on par as well. 
What’s lacking is any sign of 


What is “crapolla’”? Alex? 
) The answer is Jeopardy for 


the N64. This game has no 
e indication that it uses any 
64bit power at all. In fact I 


thought it was 8-bit version 
when I first saw this title. 
First, the player graphics have 


“Nintendo 64 Logs 
for $59, Alex” 


An N64 game based G creativity in the graphics no ai@nation, they’re just 
on a TV Game Show department. Honestly, the STILL PICS. The stage looks 
having absolutly no 5 graphics in this game could flat and blurry to me. As 
difficult questions, and tar Seas eer ame é the oe and Alex ate 
. “Sorry, that’s incorrect!” The 
J eopardy 64 no replay — what 5 Would it have taken that much only redeeming quality of this 
at) GVES more effort to add just a little 
game is that the questions are 
GameTek C/G animation to them? The only pretty mind riveting. But to 
1 -3 Pl ayers )- | “What is Jeopardy 64? (‘ movement is Alex, and he’s is ruin the gameplay, you get 
only a small window in the 


hints as soon as you put a 
letter down! You don’t have 
to be in it to see that this game 
was basically a poor rush job. 


TV Game Show “Correct” upper left corner. It really 
: appears as if the game was just 
Available Now slapped together in order to get 


something out. 


If you’re like me, then 
you’ ve been chomping at 
the bit for some baseball 
action, and believe me, 
TP’99 won’t disappoint 
you. While keeping many 
previous features, this 
game makes some great 
improvements. How 
about career mode? Has 
it! You can also have a 
draft to create the ideal 
team. Within that is a 


Triple Play : 99 more detailed player 


"] Oh my! N64 now gets to feature 
one of the worst hockey games 

‘| ever. If I were Kieth Tkachuk, 

‘| who graces the cover of NHL 

| BA ‘98, I would have never 


| endorsed such a miserable 
game. The game speed is 


considerably slower than the 
Playstation version. Gameplay is 
less then average, and the crowd 
noises are okay. BA also features 
the ‘FoxTrax’ puck, which 
turned me off as well. One bright] 
spot is the depth of team 
management. You are allowed 


NHL Breakaway ‘98 


5 hiring/firing coaches, aquiring creation screen, and the 
Acclaim Sports prospects, and it features an in- EA Sports ability to oe out the 
1-4 Players depth player creator. Other then 1 g Pl batter’s eyes! TP ‘99 is 
Ho ckey this, Breakaway has little other sa ayers the real deal, and should 
good features. I advise renting it ‘ 
Rumble Pak first to make sure it’s your kind B aseb all baamduires by aily 


of game. baseball fan whose been 


waiting. 


BURNING RANGERS: 


Has Sonic Team Reached Their Saturn Limits? 


Released in Japan in late February, Burning Rangers 
marks a sad note in the tale of both the US and Japanese 
Saturns. For the Japanese, it is another above average release 
with the usual bonuses to keep them occupied till the next 
Sonic Team game. For the US, it will be the final nail in a 
coffin that’s already been buried . 

Burning Rangers is the tale of futuristic firefighters, 
dealing warehouse facility, a space station, and a scientific 
underwater station, and more, all set to burn. . You play one 
of two Rangers from a cast of six, and must journey to the 
above places to rescue hostages, extinguish fires, and defeat 
that particular levels boss. 

The game is laid out in a sort of Tomb Raider-ish 
atmosphere, with 3D modeled rooms and areas, a controllable 
camera, and a variety of moves. Your main weapon is some- 
thing of a water gun. It is used to put out fires, and is also 
used to destroy bosses and stage enemies. Both characters are 
also equipped with a jet pack, which allows for double jumps, 
hovering, and side stepping. 

The gameplay is set up almost exactly like Nights, 
with a little bit of Sonic thrown in for measure. In each area 
you can rescue victims using crystals that are captured after 
putting out fires our found in the level. It takes anywhere from 
5 to 10 crystals to successfully rescue a victim. Once rescued, 
they talk with you for a moment, vanish, and take the crystals 

with them.(like the candles/orbs in Nights). You are graded on how many hostages you save, how 
quickly you rescue them, how much of the building you save, and how many crystals you recovered. 
The health meter is a la Sonic. You have one hit, but can take damage as long as you are holding a 
crystal. Once struck, you drop the crystals and you’!l need to recapture them before they disappear. 
From a graphic stand point, Sonic Team seems to have rushed the game. Many of the wall 


textures seem highly pixelled, and will often disappear right out from under you, 
causing you to ‘stand on air.’ The rooms, though nicely laid out, are sometimes 
hard to figure out on where you’ re supposed to go. Especially on the first level, 
where many larger areas have multiple ways out, but don’t make them readily 
clear to the player. The explosions have very rough edges, and many times your 
character will get caught on an overhanging polygon, meaning that again, she can 
‘stand on air’. The weirdest graphic flaw has to be the ‘shadow’. Sometimes in 
the middle of combination turn/camera angle change, a slight greyish shadow gets 
pulled of your character. Apparently a glitch that got missed in play-testing. On a 
positive note, they do have nice lighting effects, and the walls actually heat up 
and change color right before they explode. 

Music wise, there isn’t that much through out the game, but the 
music Mini CD that the game comes with has some decent tunes to it. The 
sound effects, as usual, are slightly muffled, and sound effects are pretty 
good. Hopefully Sega of America won’t destroy the voice acting, since 
many of the briefings are voiced over. As usual, the free mini CD that 
comes with the Japanese game will be missing from the American release. 

Overall, this is a great game in a sad state. While playable and 
enjoyable, it keeps leaving you with the idea that it ‘could have been done 
better on Playstation.’ Which isn’t fair to Sonic Team in Japan. For 
America, it’s a good game to a sad farewell of the Saturn system, which 
itself has seen the flames of activity put out. 
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